Computerized games have proved to be a great tool to help students learn independently of their application, either in foreign language teaching or to arouse interest in learning from other disciplines or even to help them learn specific functions in certain professions, due to its popularity and motivational capacity. Nowadays, with Information and Communication Technologies (ICT) available, it is possible to create new teaching methodologies that use Game-Based Learning (GBL) to facilitate learning. This work aims to develop a Serious Game to aid in the acquisition of knowledge about a historical event occurred in the sixteenth century: The Black Death. The game provides teachers and students with a new kind of teaching that can be used in the classroom, motivating and facilitating the acquisition of students' knowledge. The game was developed using the RPG Maker VX Ace tool, that allows create attractive, versatile and accessible RPG games. Other advantage isn't internet connection is required to use the game. To create scripts, RPG Maker uses the Ruby programming language, an open source language that is easy to understand and use, and is focused on productivity. After completing, the game proved to be a good tool to help the teacher, addressing the Black Death theme and the Mongol attack on the city of Caffa. The game gave an insight on the theme, introducing the subject and as waiting, presented the theme form more dynamic, in order to arouse the students' interest.
Introduction
ICTs positively impacted the quality and quantity of teaching, learning and research in higher education institutions, both traditional and distance, according to [1, 2] . It has been proven that ICTs also increase the level of interest and commitment of students, accelerating, enriching and deepening their knowledge [2] . Communication can also be facilitated, taking into account the new means of communication that technology presents us, such as: emails, chat rooms, video conferences, forums and among others.
Serious Games can also be considered as part of the ICTs, they appear as a way to assist both students and teachers in learning. They can be used in a variety of activities, both for specific content development and skills that have helped the development of the student [3] . Unlike ordinary games that are fun-only, Serious Games are often used to conduct business training, and the results have proven to be advantageous. Taking this into account, [4] argue that introducing a Serious Game into the classroom can make the learning experience more fun and less tedious for the student, but without losing the seriousness and importance of class.
Educational games can be used in activities that collaborate with the enrichment of the general formation of the student, expanding their language, communication, problem solving strategies among others, stimulates the interest and concentration, creativity, and several other benefits [3] .
From this context, this work aims to develop a Serious Game that can be used to learn students, assisting in history classes. The tool used to develop the game is known as RPG Maker VX Ace, and consists of an engine that helps in the creation of an RPG (Role-Playing Game), being possible to create maps, scenes, characters, besides scheduling the activities and tasks which the player must perform through functions.
Student Performance in the Classroom
In Brazil the unsatisfactory school performance is evident and it is related to students' learning difficulty, social, emotional issues among others. These learning difficulties have been studied since the 1960s and are seen as a serious problem requiring attention. These problems can be generated by several factors, such as cognitive, emotional and motivational problems [5] .
Teachers have been concerned about the motivation of students because many are absent from classes, making development in the minimum studies. Already students who feel motivated present better performance compared to others [6] . This same study revealed that students may have an intrinsic motivational stance in some activities and in others an extrinsic motivational stance. Intrinsic motivation occurs when the student is motivated by curiosity, challenges or interest in the subject of the lesson, while the extrinsic occurs when motivation comes through notes and teacher approval, say [6] .
Younger children were motivated by curiosity, while the older ones only care about meeting the expectations of the teacher, which led the authors of this study to confirm that the intrinsic motivation falls, as the student progresses in the school trajectory and the reason is the way the school uses extrinsic incentives (based on grades and teacher approval) in class, [6] .
In research conducted by [7, 8] , students stated that their experiences of school failure occurred because of their lack of motivation. Technologies effectively help students, making them feel motivated to socialize with resources and improve school performance [5] . By using them, creativity, value judgment and self-esteem are stimulated. In addition, using technologies with students who have difficulty learning is indispensable, since it helps to identify learning failures and alleviate them [5] .
Taking into account the motivation of the students, it can be said that a tool such as a Serious Game, which has already explained, increases the student's motivation and interest, can rescue the intrinsic motivation of the students, thus possibly reducing school failure.
Information and Communication Technologies in Learning
ICTs are part of our lives nowadays. The whole world is connected through them. Emails, chats and more can be cited as part of this technology. Since their popularization, they have positively impacted the quality of teaching, learning, and research, among others. According to [2] , "ICTs can elevate teaching and learning through its dynamic, interactivity and captivating content and can provide opportunities for individual instruction".
These technologies can be used to prepare students for the future, prepare them for the job market, providing tools for them to practice for a given function they will exercise according to [2, 9] .
ICTs can also make school more efficient and more productive by providing different types of tools and facilitating teachers' professional activities, this encourages students to learn actively and independently in ways they feel better or in collaboration with other students [10] .
The technology used in social interactions also provides help to the student, making him learn more about this context, modifying the school-student relationship [5] .
There are still teachers who are resistant to adhere to the use of the technologies available in the classroom. Since the use will have a positive impact on student learning, it is important that the teacher is willing to adhere to the changes [5] .
According to the data previously collected, it is possible to classify this type of tool as a Serious Game, since it is also considered an ICT and can bring several benefits to students and teachers, assisting in teaching, complementing and reinforcing what has already been seen in classroom, facilitating learning.
Black Death
The Black Death was one of the most powerful plagues that struck Europe in the fourteenth century, it lasted for a long time and decimated 1/3 of the population. The plague arrived in Europe through freight ships that, when docking in the ports, carried several rats [11] .
The Mongols helped to carry out the transmission of the plague, as they dumped corpses infected with the disease in the city of Caffa, this event ended up contributing to the transmission by the population, since survivors, in their attempts to escape, transmitted the plague to other parts of the basin of the Mediterranean [12] .
The first pandemic occurred in Europe, North Africa and in Central-South Asia. The second pandemic occurred in Europe and became known as the Black Death due to black spots that appeared in the body of the infected. Its transmission form was pneumonic and decimated around a third of the European population as pointed out by [11] . The latest pandemic has sprung up in China due to the maritime advance and spread rapidly across the inhabited continents.
After their emergence, many experts tried to discover their origins and forms of treatment, before discovering that transmission was performed through infected rats on ships, they tried to clean the cities, to aromatize, to perform prayers and processions, many believed that the plague came to man as a divine punishment [11] .
In 1340, the disease again reached Europe, brought by vessels of Genoveses merchants. After several investigations were carried out, was discovered that the plague to have originated in Mongolia and its transmission was carried out by flea bites from rats infected with Yersinia Pestis bacteria and by contact with an infected person. Mice invaded ships because of poor hygiene.
Method
To begin the development of the game was carried out the survey of functional requirements that must be met for the game to function properly. Table 1 presents the requirements raised during the analysis phase. It is possible to observe that most of the requirements are essential, since, the game would not work if they were not implemented. To represent the actions that the actors must perform in the game, a use case diagram has been created. Figure 1 shows the graphical representation of the use case of the game. Black-box test. One of the tests performed on the system was the black box test, in which ten candidates tested the features present in the game. Table 2 presents the test results. Table 2 . Results of the black box test conducted in the game "Black Death" (adapted from [13] 
Conclusion
Observing the information analyzed, it is understood that the use of ICTs in the classroom is still an unknown practice. Even when the technology is present in several schools, it is rare to find a technology created to aid learning. Using a Serious Game to aid teaching brings a number of benefits, such as facilitating the learning process and engaging students in learning a particular subject. It is worth mentioning that teachers are still the basis in the teaching-learning context, so when using the Serious Game, it is necessary to follow the teacher, because the tool will only aid in teaching. The game Black Death was created for this purpose, during the game, the game demonstrates several events about the Black Death and the Mongols, applying a questionnaire at the end, so that the teacher can evaluate the student's knowledge.
The black box and usability tests were performed by ten candidates. In the black box test performed, the game presented a good performance and stability, no execution or locking errors were observed. The usability test carried out proved that the game is user-friendly and arouses interest in the game, making the experience fun for the player and aiding in their learning.
The use of Ruby language in the game made it easier to develop, it fits perfectly with RPG Maker, making development easier because its syntax is easy to understand and the ability to create custom scripts according to the need of the game.
Therefore, the game is a great tool to teachers to complement the class.
